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o how to squeeze a little more out of Blade and protect 


This section will give you some extra insight int 
him from a premature death. We'll discuss tactics, overall strategies, and the fighting system. 
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PAUSE 


PS2: START Button 
Xbox: START Button 
Pauses the game, displays your mission objectives and displays in-game menu 


SELECT MENU ITEM 
PS2: Directional Buttons or Left Analog Stick 


Xbox: Directional Pad or Left Thumbstick 


Selects a Main Menu or Pause Menu item. 
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BACK 


PS2: Triangle Button 
Xbox: BACK or B Button 


MOVEMENT 


JUMP 
PS2: Hold Square Button + Press Direction on the Left Analog Stick 


Xbox: Hold X Button + Press Direction on the Left Thumbstick 


Press and release the Square Button (X button on Xbox) while pressing up on the 
thumbstick to execute a jump forward. To execute a jump in another direction, hold the 


Square button (X button on Xbox) and then release while pushing the Left Analog Stick 
(Left Thumbstick on Xbox) in the required direction. 


MOVE 


Xbox: Left Thumbstick 


Use the Left Analog Stick (Left Thumbstick on Xbox) to move Blade. The further 
forward the stick is pushed, the faster Blade will run. To back away, push backward 
on the stick. 


SPIN 180° 


PS2: Press Back Twice on the Left Analog Stick 


Xbox: Press Back Twice on the Left Thumbstick 


To quickly turn Blade around to face a sneaky vamp, pull back twice rapidly on the 
Left Analog Stick (Left Thumbstick on Xbox). 


TURN 
PS2: Press Left or Right on the Left Analog Stick 
Xbox: Press Left or Right on the Left Thumbstick 


To turn Blade left and right, push the Left Analog Stick (Left Thumbstick on Xbox) in 
the required direction. 


Ma 


If Blade is stationary and 
not holding a gun, pushing 
left and right will rotate the 
camera around Blade. 
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STRAFE 


PS2: L1 Button + Left Analog Stick 
Xbox: Hold Left Trigger or A Button + Left Thumbstick 


To make Blade strafe, hold the L1 button (Left Trigger or A button on Xbox) while 
moving Blade with the Left Analog Stick (Left Thumbstick on Xbox). If Blade is holding 
the Mach Pistol, the L1 button (Left Trigger or A button on Xbox) doubles as a handy 

target lock. 


“360° COMBAT é 


Blade is the ultimate vampire hunter, fighting off hordes of evil suckheads who cowardly 
attack him in large groups. Since vampires don't just line up to get killed, Blade needs to 
attack in any direction—this is where 360° Combat comes into play. a 


PUNCH & KICK 


PS2: Right Analog Stick 
Xbox: Right Thumbstick 


To execute a punch or kick, press in the direction of the nearest vampire with the Right 


Analog Stick (Right Thumbstick on Xbox), Get the timing right to perform combos. 


BLOCK 


PS2: L2 Button 
Xbox: Right Thumbstick Button 


Blade can block an attack from hand-to-hand combat by pressing the L2 button 
(Right Thumbstick button on Xbox). This block can only be held for a few seconds 
before Blade becomes vulnerable again. 


RAGE 


PS2: R1 Button 
Xbox: B Button 


Press to unleash Blade's Rage once his Bloodlust (the red meter) has reached the 
desired level. 


There is no need to turn 


Blade; just press in the 
required direction. 
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Blocking is also useful as it 
can initiate finishing moves. 


WEAPONS 


SELECT WEAPON 


Xbox: Hold the Black or White Button + 

Left or Right on Either Thumbstick 
To select a weapon, hold the R2 button (Black or White button on Xbox) and use the 
Right Analog Stick (either Thumbstick on Xbox) to cycle through current weapons. 
Release the R2 button (Black or White button on Xbox) when the required weapon 


is shown in the Glaive at the bottom left of the screen. 


Pressing the directional buttons (Directional Pad on Xbox) will also select 
different weapons: 


Left = Pistol 
Right = Glaive 


Up = UV Grenade or Sheathe Sword (when in Rage Mode) 
SHOOT 


PS2: X Button or R3 Button 
Xbox: Right Trigger 


Fire or activate most weapons. xception is the Glaive, which needs to be 
powered up by holding then releasing the X button or R3 button (Right Trigger 
on Xbox). 
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To take out Blade's Sword, 
you need to activate one of 
the Rage modes. 
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RELOAD 


PS2: Triangle Button 
Xbox: Y Button 


Killing vampires uses a lot of ammo and Blade will need to reload often. Blade will 
automatically reload at the end of a clip, but this may happen at an unfortunate 
moment. To reload before the end of a clip, press the Triangle button (Y button 
on Xbox). 


MACH PISTOL LOCK-ON 


PS2: Hold L1 Button 
Xbox: Hold Left Trigger or Hold A Button 


Locking onto an opponent when carrying the Mach Pistol will allow Blade to track 
his target automatically. Locking onto a target will bring up a red crosshair. This 


crosshair will get smaller the longer it is held, thereby indicating increased accuracy. 
At its most accurate, the crosshair will turn green, enabling Blade to kill his opponenti 
in one critical shot. 


The crosshair will be green PS2: Hold X Button or R3 Button 
Xbox: Hold Right Trigger 


To lock onto targets with the Glaive, hold down either the X button or the R3 button 
then it will revert to the (Right Trigger on Xbox). The longer the button is held down, the further the 

M Glaive will fly and the more lik e 0 ts. When the desired 
least accurate point. 4 number of targets have been selected, release the button (Right Trigger on Xbox) to 


throw the Glaive. 


for only a split second, and 


The Glaive can be thrown without targeting an opponent, but it will be far less 
powerful and less accurate. 


DIFFICULTY LEVELS 


Blade II has two difficulty levels, Human and Daywalker. You must complete the game in Human mode to unlock the 


Daywalker difficulty level (that is, unless you cheat). Here are the differences for the Daywalker skill level: 


x A 
¥ More enemies 

% 

* Blade takes more damage from enemies 

% ae 

* Less ammunition and health 

RA n . here “u + all 
* No rats to help with the maze in the mission “Quarantine 


JHE 360-DEGREE COMBAT SISTEM 


Blade II has a spectacular 
360-degree fighting 
engine that allows Blade 
to combat multiple ene- 
mies simultaneously. 
Being successful in this 
game hinges on your abil- 
ity to make the most of 


Blade's hand-to-hand Chaining together moves can help you deal 
combat abilities. You must with a room full of enemies like this without 


A : using guns or UV Grenades. 
learn to time your attacks in 


such a way to ‘chain’ them together. When this happens, the attacks become stronger with each successive hit. For 

example, Blade starts out with a straight punch, then he throws a roundhouse, which leads to an uppercut. The next 

three hits in the chain are a leg kick, leg sweep (which is great for nailing every nearby enemy), and a side leg kick. a 
As your ability to chain these moves improves and you get deeper into the ‘combo system, the moves will become 
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more powerful and will ultimately enable you to engage multiple enemies with less risk 
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Remember that you don't have to face the en when you're figh ing 


eas 
Even when you're we Bia can fi r opponents b\ using 


the control stick to attack inac your hit: 
will trigger the more besir parks eee the leg. sweep 
will hit al/ the = 


The Knuckle Duster is men- 
tioned separately here 
because it is so very effec- 
tive in boosting Blade's 
punching power. With the 
Knuckle Duster in place, 
enemies will literally fly 


across the room, some- 
The Knuckle Duster in action! times with a single hit! 


RAGE 


Arguably the coolest feature of Blade Il is the Rage mode. When you ini- 
tiate Blade's Rage ability, he unleashes his pent-up anger, fueling an 
awesome display of power and destruction. He flies into a frenzy, draws 
his Sword, and shreds enemies limb from limb in seconds. In Rage mode, 
Blade can slice and dice through a room full of enemies in mere sec- 
onds, severing heads, slicing vampires in half, engaging in impressive 
finishing moves—you name it. There are three levels of Rage: Sword 
Rage, Shield Rage, and Strength Rage. 


$ Sword Rage: Ths ff Hie Strength Rage: A 
5 is esi Rage ' Strength ee is he 
eae level. It allows i < ultim 


Blade to access 


ad 

strength, which’ 
enables Blade to do 
even more spectacular 
things while enraged. 


© Shield Rage: This 
adds a level of 
protection to Rage 


mode, makin Ree: 
Blade inner ; 
na while 


Rage mode ANS — ; A 
remains active. a en 
Obviously, this is 

very important, and 

you should strive to 

have at least this level 

of Rage before you rip 

into a room full of 

dangerous foes. Shield 

Rage also activates 

Blade's Sword. 


FINISHING MOVES 


Finishing moves are fancy ways for Blade to kill enemies. When invoked, 
the camera moves in for a close-up of Blade killing the enemy in a spec- 
tacular way. While finishing moves are largely for show, they actually do 
serve a key purpose in the game. When an enemy falls victim to a finish- 
ing move, that enemy is dead, gone, abolished—no more punching, kick- 
ing or shooting required. Add the bonus that other enemies can't touch 
Blade when a finishing move is in action, and it becomes clear that per- 


forming consecutive finishing moves is a great way to cut through 
groups of foes without taking a hit. 


The trick is to learn how to actually trigger the finishing move. As a rule, hitting the enemy after blocking one of his 
or her attacks triggers them. This may sound difficult, but it really isn't. With a little practice, it becomes second 
nature. When you're holding a weapon, the finishing moves change—there are four finishing moves in all. 
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$ Sword: This 
finishing move 
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Shotgun: When 
holding a 
Shotgun, block the = 


en vatta CRR 
and th hit him 


again. If the 
Shotgun is loaded 
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Mach Pistol: or ae the Mach Pistol Pi Hena 
move the same way as with the Shotgun, except 

that there must be at least two rounds of 
ammunition avai le in the Mach Pistol. 


$ Stakes: This 
happens when you 
hit an opponent, 
then block his 
next attack, then 
hit them again. If 
the vampire is 
stunned for some 
reason, you need 
only face him and 
push forward on 
the attack stick to trigger it. 


GENERAL STRATEGIES 


There are several truisms that anyone playing Blade II should adhere to. If you follow these basic strategies, you'll 


BG 


minimize the number of times you have to restart. 


¥ Backing up into a corner or against a wall will ¥ This should be 
prevent Blade from taking hits from behind. obvious, but save 
While this isn't necessary if you employ the your progress 
fighting system correctly, it can be a comfort when save areas 
when the enemy is overwhelming you. appear in the 

x ; game. In the mid- 

¥ Keep an ace in the dle to later levels 
hole, such as stored- of Blade Il, some 
up Rage, a UV save areas appear 
Grenade, or even a in the midst of 
single Shotgun round missions—use them. 
for times when Blade 
is surrounded and ¥ Beware of security guards with guns in the 
overwhelmed. You'd z 7 distance. One way that Blade gets unnecessarily 
be surprised how injured is by taking hits from afar when he turns 
many times an innocent-looking room can turn the corner of a long hallway or staircase. If 
into a deadly situation. Having a standby for carrying a Mach Pistol, use Lock Target (L1 on 
emergencies is always prudent. PS2, Left Trigger or A button on Xbox) to aim 

and take out the enemies before they do 
¥ Don't use a Health Pack unless you either truly real damage. 


need it, or you know you won't be returning to its 
location. Being smart about using Health Packs is 
key. If you have only a small amount of damage 
and you use a Health Pack, its effectiveness is 
wasted regenerating a small amount of health. If 

ee you know you can return for a Health Pack, leave 
it and come back when you're in dire straits. 
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A single bullet to Blade 
security guard is firing 


Me r 
es Don't waste UV Grenades or Rage on stato you can easily handle with hand-to-hand combat. 
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Don't go after an extra Glyph or goody if it means putting Blade at extra risk of dying. It's better to be alive 


and miss a Seay 


serve ammunition, 


a empty a clip when a few well-placed sho 


rantab dead and miss them all. 
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So 
shooting nes you could handle with Knuckle Dusters. Likewise, 
d 


Use your Glaive. The Glaive is remarkably effective i in many missions and can save a great deal of ammunition. 


ARSENAL 


Besides Blade's fists, elbows and feet, there are five weapons (and two extra key items) that are critical to your success 


in Blade II. Here's the skinny on each weapon and item. 
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Sword: This weapon 
comes out only in 
Rage mode, with 
the exception of the 
Project: Vorpal and 
The Core missions. 
That said, the Sword 
is an awesome 
weapon that often 
takes enemies out in a single swipe, and multiple 
enemies at that! 


Mach Pistol: This is 
not only a basic 
weapon, it's also a 
very important 
weapon. While it 
doesn't pack the 
punch of a 
Shotgun, its accu- 
racy is a key part of 
many missions, 
helping to take out enemies from afar. While we 
recommend that you don’t use it recklessly, 
unloading an entire clip into a dense crowd of 
enemies can be very effective indeed. 
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Shotgun: The 

Shotgun has 

incredible stop- 

ping power. The 

drawback to the 

Shotgun is that it 

is not at all 

effective shoot- 

ing at mid- to long-range targets, often forcing 
you to waste ammunition. Fired into a tight 
group of nearby enemies, however, it'll take 
them all down! 


Glaive: A nifty little 
weapon that 
always comes back 
to Blade. It flies 
through the air, 
and when targeted 
properly, will 
remove the heads 


from the bodies of 
your foes. When charged up properly in an 
unobstructed area, the Glaive can take out sev- 
eral enemies at once! The key to using the 
Glaive is to use it on unsuspecting enemies or 
a w-moving zombies. If the enemy's running at 
, don't use the Glaive because it takes valu- ee La 
ble Sinto charge up and aim! 
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Silver Knuckle 
er ls hese are | 
an awesome sib 
plement to 


punching power. 
Enemies will often 
fly across the room 
after being pum- 
meled with a Silver 
Knuckle Duster blow! 
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UV Grenade: This is 
the über-weapon of 
Blade II. The UV 
Grenade will reduce 
entire legions of 
undead to dust in 
just a few seconds. 
This is the only 
weapon that kills 
Reapers. The only drawbacks are that they don't 
kill humans (although they do stun them), and 
there's never enough of them! 
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Reinforced Armor: = 
This puppy is self- 
explanatory. With a 
little extra armor, 
Blade can take extra 
damage without 
kicking the bucket. 


PICROP ITEMS 


As Blade travels, he will discover a range of items that he 
can pick up. 


HEALTH PACR 


This will increase Blade's health. You'll find these in strate- 
gic locations where you're likely to need a health boost. 
Sometimes, they'll even magically appear after you defeat 
a group of enemies. 


MACH PISTOL AMMO 


{|e This will give Blade an extra clip of Mach Pistol 
A Ammo. You'll sometimes find these tucked i in 


ie Ze areas where you're unlikely to look and i in missions 
here you need to use the Mach Pistol to accomplish a task. 
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$ Serum: As Blade 
moves through a 
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e on board. As the Seren level 
decreases, so does Blade's ability to recover from 
damage. Carrying around an extra pack of 


Serum is a wise thing in the later levels, when 
Blade takes plenty of hits from his vicious 


adversaries. 5 5. 


$ Ammunition: Boxes 
of ammunition can 
be found in each 
mission to replenish 
your Pistol or 
Shotgun. 


SHOTGUN SHELLS 


This will give Blade an extra box of shells. 
i Be sure to keep a sharp eye out for these. 
t 


GLYPH ICON 


Pick these up to add bonus points to your score, which will 
help you unlock new weapons faster. Collecting Glyphs can 
also unlock bonus pickups and trigger certain enemy 
ambushes. They also help guide you around the level maps. 
They come in three flavors 
(or point values, if you pre- 
fer): 50-point, 200-point, 
and 500-point. The higher 
the point value, the fewer 
of that Glyph variety you'll 
find. 
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he bad guys are many in Blade Il, and they all have particular idio- 
syncrasies. Let's have a look at what you'll be up against and how 
best to deal with them. 


RARROV THOG 


tls moet 
4i it ae me The Karkov Thug is another Karkov Tower dweller, and can pack a punch 


RARROV PONR 
Karkov punks are vampires, which means 
that UV Grenades will disintegrate them. 


with his bottles. A Glaive does a nice job on these fellas. 


They're relatively light compared to your 
later foes. 


REAPER 
The Reapers are mean dudes that show 
up in the sewers. In Big Bang, the sec- 
ondary objective has you killing these 


RARROV ELDER guys, but they are particularly tough to 


These dudes are tougher, but again, as kill. Reapers come back to life after you 


vampires, they are extra sensitive to the 
Knuckle Duster and UV Grenades. 


kill them if you don't use a UV Grenade. 


GHOOL 
Ghouls are an ubiquitous enemy, and they're tough as well. They are 
manageable, but in numbers they're hard 
to kill, and they become even tougher in 
later levels. 


BIRER 
You'll see these dudes in the Karkov 
Tower. They too are undead, but they 
won't give you much resistance and 
should pretty much always be fought 
with hand-to-hand combat instead of 
wasting ammunition on them. 


POISON ZOMBIE 


ombie is a tough enemy. 


The Po 
em 
don e any isk 0 ade 
down, but the green, noxious cloud of 


y. ney. 


poison they give off will damage Blade 
significantly. Use your Glaive to take 
out these nuisances. If a Poison Zombie 


SCIENCE DRONE 


You'll see these enemies in the final seg- 


gets close enough to you, he'll latch 
onto you and won't let go, ensuring 
that his fumes will continue to damage you. 


ment of the game, when venturing into 
the mountain base of the Arcans. They are 
very easy to dispose of, but they can prove 


to be an annoyance in numbers. 
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RARROV MALES 
AND FEMALES 


These are the folks that you'll 
see around the Exploitika 
Nightclub, as well as inside the 
tower and the office areas. 
They are of medium toughness, 


but being undead, they can be 
killed with UV Grenades. 


ASYLUM PORTER 

The Asylum Porters show up in the 
Gaunt Moor Asylum. They are difficult 
to kill, largely because they like to hide 
behind objects such as tables and chairs, 
which makes it harder for Blade to 
reach them. 


ARCAN RAVIRAZE BOMBER 
These human creatures will get close to Blade and then blow themselves 
up! Even if they're killed from a distance with a Glaive or a bullet, their 
explosive devices will still detonate. 


DARK SHEPHERD 


Dark Shepherds are very tough, and 
very large. These guys have long arms 
that can reach you from across a small 
room! They are undead, however, and 
a well-placed UV Grenade can send 
them packing in a few short seconds. 


TEST SUBJECT 
These guys are seen late in the game, 
specifically in the last two missions. 
In the final mission, they are all over 
the place. Fortunately, UV Grenades 
dispose of these creatures. 


ARCAY BLOOD DOCTOR 
These incredibly scary creatures are very 
tough to fight even one-on-one. 
Fortunately, you don't see them until the 
last few missions! Rage works wonders 


against these vampires. 


ARCAN OVERSEER 
The Arcan Overseer is the main unit of 
the Arcan realm. A tough customer, he's 
still the weaker of the enemies you'll face 
late in the game. 


HEAVY SECORITY 
These are humans, so UV Grenades will only 
temporarily blind them. Frankly, we found 
these enemies to be the bane of our exis- 
tence because they so often carry high- 
powered guns and shoot at Blade from 
afar! A targeted Mach Pistol will do away 
with these dudes. Remember that certain 
hits on them, as in hand-to-hand attacks, 
will cause them to drop their weapons. 


GAUNT MOOR NORSE 
As a former registered nurse, | can tell you that the bloodthirsty 
viciousness of the Gaunt Moor Nurses closely approximates real life. 
Take these women seriously or they'll rip you to shreds! 
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On the Xbox, hold the Left Trigeer and erie the following codes. Use the 


directional pad for entering directional commands. 


MAIN MENU his 


ACCESS ALL MISSIONS i 


Down, Up, Left, Left, B, Right, Down, X ; es 


UNLOCK ALL WEAPONS ae 
X, B, Down, Left, B, B, Y 


UNLOCK DAYWALKER DIFFICULTY 
Left, B, Up, Down, X, B, A 


IN-GAME CHEATS 
INFINITE HEALTH 
Y. X, VOY. B, Y, B 


INFINITE RAGE 
Left, Down, Left, Down, Right, Up, Right, Up 


INVULNERABILITY 
X, B, Y, A, X, B, Y, A 


INFINITE AMMO 
Left, B, Right, X, Up, Y, Down, A 
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MAIN MENU CHEATS 


To turn these on and off, you must be at the ‘Blade II logo’ menu screen. 


Hold L1 and press the sequence of buttons. To deactivate a cheat, reenter 
he same code. A message will appear telling you if the cheat is 
activated/deactivated. 
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ACCESS ALL MISSIONS 


= Down, Up, Left, Left, Circle, Right, Down, Square 


UNLOCK ALL WEAPONS 


Square, Circle, Down, Left, Circle, Circle, Triangle 


UNLOCK DAYWALKER DIFFICULTY 
Left, Circle, Up, Down, Square, Circle, X 


IN-GAME CHEATS 
To turn these cheats on and off, you must pause the game by pressing 


START. 


Hold L1 and press the sequence of buttons. To deactivate a cheat, reenter 
the same code. A message will appear telling you if the cheat is 
activated/deactivated. 


INFINITE HEALTH 


Triangle, Square, Triangle, Square, Triangle, Circle, Triangle, Circle 


INFINITE RAGE 
Left, Down, Left, Down, Right, Up, Right, Up 


'FRIENDLIES' INVULNERABLE 


This cheat works in missions where Blade has to escort Whistler 
or Dr. Grant. 


Square, Circle, Triangle, X, Square, Circle, Triangle, X 


; i 
Bsa l = : 
ASE S 
ye ates rÀ s, 
i 
4 a are RET ai soe 


RKORROV TOWER 


vA 


Phiri 


= 
= 
- 
- 
- 
- 
- 
- 
- 


JHE EXCHANGE - 
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Karkov Tower, 9:20pm. Doctor Grant says ss 
TE, 
that the Karkov Tower could be a vampire rome a eames a 


safe house. We got a tip-off that an aes 
Me 


exchange is about to happen nearby. 
Although the details are sketchy, we believe 
that the exchange will involve a vial con- 
taining some kinda pure blood DNA. Keep a 
low profile until the exchange occurs; we 
don't want them making a run for it with the vial of blood! When the exchange 
happens, you're, heh-heh, free to take over the ‘negotiations: 


wxc 


Mission Objective: Pursue the vampire with the 
blood to the upper floors of 
the Karkov Tower. 


Sub-Objective: Destroy the five Motorcycles. $ 


Recommended Weapons: Mach Pistol, Extra 
Ammunition 


Available Glyphs 
19 


Total Bonus Points: 


This is where you'll be cutting your teeth on a real, non-training mis- 
sion. Sure, you've been through the tutorial, but this is the real deal and 
the bloodsuckers aren't gonna turn to dust just because you're the 
famous ‘Daywalker! For this initial mission we suggest that you spend 
most of your time getting used to the 360-degree hand-to-hand com- 
bat system; what you learn here will carry you through the rest of the 
Sn acta nilie vial, naako Keds game, so hone your skills early. 


Ig pure blood DNA 
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A r THE EXCHANGE 


THROWING THE FIRST PONCH 


To get the ball rolling, run over to the group of ghouls by the white lim- 
ousine and tear into them. The five of them will fall quickly, i 
you use some finishing moves. Try to keep all of them in fi 
and hit them hard. To prevent them from ganging up on 


cially if 


; 
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a, attack o 0 
alternate foes when anyone v attacked is busy recovering from 
your blows. If you do get surrounded, don't be afraid to attack in all 
directions using the control stick. 


Remember that Blade can fight in an ng his enemies. This 360-degree fight- 
ing ability not only makes fighting c 


Blow up the limo and you'll get some extra 
Glyphs. There's also a Glyph near the starting 
location, among the boxes. 


ses Ba THE GARAGE, LEVEL 1 


Move down into level 1 of 
the-garage and be sure to 
pick up all the Glyphs 
along the way. When you 
get them all, a 200-point 
Glyph will also appear. Just 
before you pass the traffic 
gates that lead into the 
main part of the garage, 
take a short detour to’ 
score two more Glyphs in the 
small office to the left. 


There are two primary issues in the garage’s main area: first, there are plenty of enemies to keep you busy, and sec- 


ond, cars constantly burn rubber through the garage. If you get hit by one of these cars, it may kill you. At the very 


least, it'll give you a headache you can't shake! 


Use your Mach Pistol to blow up drums of 
fuel that are near enemies. When the nearby 
vampires see you do this, it'll break them up! 


SUB-OBJECTIVES 


For extra points you can destroy the five motorbikes distributed around 
this level. You can destroy them with your sword, with the Mach Pistol, 
and even with your good old-fashioned fists if necessary. 


THE EXCHANGE 


The garage area is an excel- 
lent place to hone your 
hand-to-hand fighting 
skills. Fighting hand-to- `; 
hand will build up your ' 
Rage meter considerably so 
that a little later, when you 
need some extra combat 
help, you can trigger Rage 
mode and cut your enemies 
to ribbons with your, you 


know, uh, blade. 


Don't get too focused on the sub-objectives when there are enemies around! Always take care of the immedi- 
ate threats first, then go after the extras. 


The military vehicle that's parked A 

next to the gate on level 1 will RË 
fire its gun turret at Blade. Don't 

dawdle around this area sharpen- 


ing your fangs, or the machine 
gun will waste you! 


Once you've dusted all the 
enemies on level 1, notice 
the trail of gasoline on the 
ground that leads from a 
group of barrels straight to 
the armored vehicle—hmm. 
Light up the barrels with 


your Mach Pistol and watch 
Use the Finishing Moves whenever possible 
because they guarantee a clean kill. In this 
case, you need only punch after a successful, have to worry about that 
block to lodge a spike in this vampire's head. nasty gun turret anymore. 


the fireworks! You won't 


As a bonus, the gate that 
leads to level 2 has been 
blown wide open! 


— 
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LEVEL 2 


Eliminate every one in here before heading to the 
upper floors, 


— O E 


The Glyphs are tempting, but be ready; for 
this car that'll come down the ramp, FAST. 


ama 


Whistler instruets youto destfoy all of the 
vampires oh, thistle vel MEAR? 


This area is thick with the 
smell of Vampires, in fact there 
are so many that it is possible 
to become overwhelmed by 
them. For this reason we sug- 
gest coaxing them in close to 
Blade and then engaging the 


a ea ier wea 


Rage mode to snuff them out = 2 
When a,group of enemies gets close, go 
into Rage mode and watch the body parts 
fly as you redeem the human race. 


_ ‘ina fury of cold steel. Revenge 

{is a dish best served on the 

f edge of your Sword, and now 
that you've got the okay to 

„> jWwipe out all blood suckers on 

-this level, it's time to use the 

saved up Rage juice and do 

some slicing and dicing! 


THE EXCHANGE 


|. The Word is an awesome weapon that can, 
slice through crowds of vampires and turn ` 
them into dust bunnies in seconds. 


Level 2 of the garage is sim- 
ilar to level 1 in that there 
is a host of enemies to 
fight, except now the ene- 
mies will literally drop from 
the ceiling as you move 
about. As with level 1, there 
are plenty of cars cruising 
around, and they will most 
certainly end your life if 


they hit you cleanly. 


Ben ks 


CORAPPINGT OP 


come out. You need only 


immolate them with a few 
ae Se í E 
`~ The last motorbike is down the stairs if you 

_ want to complete the sub-objectives. There's 
~~ a Health Pack down there, too. 
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_ destroy the two Vamps that guard it, then 


finishing moves and then 
move through the doorway. 


hop into the lift to end the mission! 


Z HORROR STORES 


Underground Parking Lot, 9:45PM. That z sE 
guy with the blood is heading for the -oai 
f upper floors. Before you follow, we'll need 
to get some insurance. Destroy the 
tower's communication points. You don't 
want everyone knowing where you're at. 


Mission Objective: Destroy the communication 
points to prevent the full force} 
of the tower's security being 
alerted to your presence. 


Sub-Objective: Destroy the limos. 


Recommended Weapons: Mach Pistol, Extra 
Ammunition, Glaive 


Available Glyphs 


50s: 

200s: 

500s: 

Total Bonus Points: 


Now that you've got a cou- 
ple of levels under your belt, 
you're ready to really step 
into the Daywalker role and 
kick some vampire butt all 
over the Karkov tower! In 
the parking garage there are 
copious numbers of night 
walkers, but fortunately 
they come in small waves 
Wey that will allow you to take them out one or two at a time. Not being surrounded by the ghouls will make it much easier to 
avoid enduring unnecessary damage. Use finishing moves to ensure that each of your foes is snuffed in one fell swoop. 


HORROR STORIES 
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As mentioned above, the 
parking garage is full of 
bloodsuckers, but they 
approach in small groups or 
one at a time. Take the time 
now to build up the Rage to 
at least the ‘Sword’ level for 
use later. There is a limo to 
the right of the entrance— 
you can use your Glaive to 
destroy it and then pick up 
the nearby Glyphs. 


The first box is on the wall 
and is guarded by only a 
couple of vampires. Beware, 
however, because a car will 
drive by just as you approach 
the box! Use fists, the Glaive, 
or precious Mach Pistol 
ammo to destroy the com- 
munications box; it's the 
first of three that must be 
destroyed. 


On one side of the garage 
are two red motorbikes 
near a fenced area. Use 
your Mach Pistol to shoot 
the bikes; destroying them 
will open up the fence and 
allow you to access the 
secret area that contains 
Glyphs, Mach Pistol Ammo, 


and access to another limo (sub-objective). Grab the goodies and then get your butt back out to the garage for some 


more wholesome hand-to-hand with the creatures of the night. 


ee | (23) 


GLEGRING THE SECOND PARKING GARAGE 


The second box is to the right of the 
entrance to the second parking area, 
behind a car inthe back corner. Dust 
the two creeps guarding it, then get 
back to business. 


GET ENRAGED! 


The second garage is through 
the exit doors. As soon as 
you enter, you'll be faced 
with more Vamps than 
you've yet seen, and there's 
even a limo awaiting 
destruction by your Glaive. 
Again, the enemies will come 
at you one or two at a time, 
which is perfect for you to 
kick the crap out of them 
without having to worry 
about wasting ammunition. 


The rest of the parking garage is thick with enemies. You've been conservative using your Rage ability so far, so why 


not let loose on the remaining bloodsuckers and try out a finishing move or two with the Sword! Blade is very fast 


with the Sword and will literally cut the scumbags in half as he slices and dices his way through their midst! 


HORROR STORIES 


Two at once! Appreciate your chances to 
use Rage mode because they don’t last 
forever. 


Follow the winding road up 
to the third par! area. oa 
Along the way, you'll come 


across anot o,(sub=, ee y 
objective). Use your Glaive ¥ 5 

to take it out then get your ; 
Mach Pistol ready for 

action. The next area has 

many fuel drums scattered around, each of which can be detonated with a carefully aimed round. Use your Pistol to 


shoot all of the barrels, thus destroying many of the Vampires that would otherwise have to be beaten to death. 


: 


There is a limo just to the right of the destroyed with a Glaive, your fists, or 
with the Mach Pistol. 2 eh 


Again, there are plenty of | 
Vampires to be measured. for _ 
new coffins in this area, but 
they can all be dealt with ~ 
one or two at a time. Move 
through the area and take 

them out along the way. 


JHE Rodd BACK 


The way back to the elevator is lined with plenty of blood suckers, but again they will attack you only in small groups. 


THIRD COMMONICATIONS BOK 


The third box is near the 
elevator entrance past the 
exit (this is the same layout 
as in the last mission). It's 
guarded by two goons, but 
they won't be a problem for 
your fists. Destroy the box 
to get the message to move 
back to the elevator. 


Because they often approach from a distance, you can use the Glaive to remove their heads from their bodies before 


they reach you. 


Becauseyou probably have it saved up, 
alittle Rage won thurt a bit! Watch 
yourenemies turn to dust with some 
flashy Sword-based finishing moves! 


sson Successra 


11:3782 
11:3782 


You'll likely have enough points to unlock the 
Shotgun by the time this mission is over! 


R 


HORROR STORIES 


When you finally get back 
to the elevator (you must 
backtrack through the three 
parking garages), there'll be 
two Vamps waiting for you. 
By this time you'll be 
exceptionally grumpy so use 
whatever you've got, 
including the Mach Pistol, 
to make them go away so 
that you can put the last 
nail in this mission's coffin! 


BLOOD CLOB 


Exploitika 

Nightclub, 

10:05PM. 

This is just in 

from the 

Doc... Hang 

onto your 

morals, friend. You are now entering the Exploitika club. The club covers the 
lower floors of the tower... Before heading for our man on the upper floors, this 
infected place needs to be cleansed once and for all! 


Mission Objective: Make your way through the 
club and find your way to the 
upper floors. 


Sub-Objective: Kill the Vampire Elders 


Recommended Weapons: Mach Pistol, Extra Ammunition 
Glaive or Shotgun 


Available Glyphs 


Total Bonus Points: 


eee 


The Exploitika club is a scary place. Remember the opening scene in the 
first Blade movie where all the vampires Were dancing in an exclusive 
club? This is similar, only there are more vampires to deal with! Because 
you will not be able to use the UV Grenades that would work so well 
with these vampire crowds, it is important to build up your Rage to the 
point where you can use it once you're on the crowded (and dangerous) 
dance floor. The path to the club takes you through another parking 
garage, which will give you plenty of time to buff up the Rage meter a 


that it'll be ready when you need it. 
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JHE PARRING GARAGE 


rking garagesvin the last two missions, this one is populated with blood suckers that'll come at you in 
waves, although you need only employ some finishing moves to keep yourself from taking any damage. 


ey 


Much like the pa 


The entrance to the Exploitika nightclub 
is on the other side of the garage and is 
guarded by a couple of goons. 


As you face the Exploitika nightclub entrance, there's a 200-point Glyph to the left. 


EXPLORE NGAFCLOB 


The Exploitika club has a series of corridors that lead to the lobby, bathrooms, and ultimately to the main club area. 
Also, afew side rooms house Vampire Elders who are collectively the sub-objectives for this mission. 


Inside the doorway to the club is a 'Y' The Vampire Elder is just inside this 
intersection. Take out the two vampires room. He's tough, but he's only guarded 
and then go to the right to take care of by one familiar. 

the first sub-objective. 


BLOOD CLOB 


The lobby is the first real 

T It will quickly fill 
with blood suckers bent on 
taking nn. This situ- 

| tion is the first in which 
Blade has a chance of.not 
emerging alive because 


there will be six to eight 
vampires coming at him 
simultaneously. There are three ways to deal with this situation. First, fight the vamps off with 360-degree combat, 
using judicious blocking techniques and a little luck. Second, you can simply pull out the Mach Pistol and unload an 
entire clip into them. Lastly, you can use your precious Rage to cut through the enemies in a few seconds. Ultimately, 
we suggest a combination of hand-to-hand combat and the Mach Pistol. Between the two, you can take out the entire 
group without enduring too many hits. Use the Pistol first and fire only single shots using the aiming key to help hit 
each enemy with only one or two bullets. After you've thinned the crowd, use your fighting skills to finish off the rest. 


Be sure to check out the two bathrooms in the lobby area. Each one has an Elder (sub-objective) doing his or her busi- 
ness inside a bathroom stall. Take these nosferatu out to get the sub-objective bonuses, also pick up the Health Pack 
that's in the female washroom. 


Looks like even the Vampire Elders can 
drink too much. 


NIGHT CLOB PROPER 


This is the main attraction 
for this level! The club is 
absolutely packed with 
vampires, all of which 
would like to separate your 
entrails from your body. The 
upside is that they are so 
engrossed with the atmos- 
\ phere that they do not 

if you're in need oP more Rage, you can fight notice your presence until 
with isolated groups Ofsvaimpires within the club. you're standing right beside 
them. As you enter the area, Whistler gives you the okay to snuff the life (So to speak) out of every vampire in the 
joint. While it looks like it could be a real fun bloodbath, it will.not be asmall undertaking, and you'll need to save up 
your Rage for the encounter on the dance floor, where there are’no less than 20 Vampires. 
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ER” 
Fortunately, although the club 
is full of vampires, attacking 
any of the small groups of 

vampires won't immediately 
alert the rest of them to your 
presence. The only place that 
getting mobbed is a concern 


is on the dance floor. 


r 

5 E AS R re 
= SRT Once in position on the dance floor, go 
: 3 into Rage mode and draw your Sword. 


This is dangerous stuff, but with Sword 

drawn in Rage mode, Blade can cut 

through these blood suckers like an eye 

tooth through flesh. 
Once the vampires on the dance floor are dust, keep moving through the club, taking out anything that moves. There will 
be some tough situations, so after you've used up your Rage on the dance floor, it is advisable to take out either the 
Mach Pistol or-the Shotgun as backup. Remember that fighting is still possible when holding the Shotgun or Pistol, and in 

N fet gives Bladēdifferent finishing moves. Be sure to pick up the various 50-point Glyphs that are around the club as well. 
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BLOOD CLOR 


VAMPIRE ELDER 


e's a Vampire Elder in a room on — 
the side of the club. Fol walls 


~~ 
until you find the door, t o inside A 
and take out the Elder ch X 
Ki, rs s - “a w Y 
another sub-objective. -T 
> s . 
+ After the Elder in the side room is killed, there will be another wave of attack- 
ers near the dance floor. Use your Pistol to take them out before they sap 
~ health. When all the vampires in the club are gone, the door on the 
er level will open, allowing Blade to continue. 
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2 THE UPPER LEVELS 
Once the main club is cleared, a mes- 
sage will appear informing you to 
move to the upper levels. Proceed 
through the doors behind the DJ to 
continue. There is a Vampire Elder in 
the area to the left, but if you wait by 
the door long enough the Elder will : 
come to you! Keep moving up. The corridors will take Move through all the rooms and clear k 
you to a set of stairs that ends in a 'Y' them out. $ “ a 
intersection at the top. Dispose of the 
enemies along the way. b 


There is one more Vampire 
Elder to take out. He's back 
in the maze of corridors that 
lead to the upper dance 
floor. Once he's gone, the 
sub-objectives are complete. 


the dance 
effect when 


NTH PHASE 
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The Karkov Tower is home to the Nth IE 
Phase Processing, a major Gothic City 

computer firm. If this place is what I think 

it is, then there ain't one normal human 

left working here! Let's shake down this 

nest of vampires for good. 


Mission Objective: Annihilate the computer sys- 
tems before making your way 
up to the floors of the Karkov 
headquarters. 


Sub-Objective: Destroy the servers. 


Recommended Weapons: Shotgun, Extra Ammunition, 
Knuckle Duster 


Available Glyphs 


200s: 
500s: 
Total Bonus Points: 


The Nth Phase represents a different set of problems than the earlier 
levels because it takes place in smaller spaces and corridors where Blade 
doesn't have the same room to maneuver or run away. The upside with 
the Nth Phase is that Blade will most certainly have access to a Knuckle 
Duster, which increases the chances that an enemy will be turned to 
dust in a single hit. The goal of this mission is to destroy all 17 of the 
computer systems in the office structure. The sub-objective is to destroy 


the servers as well. The order in which you accomplish this doesn't mat- 
YC] ; Ai ter, as long as all the computers and servers are destroyed. 


" D y NTH PHase 


THE HALLWAYS — 


a begins as Blade steps off an elevator. Turn to the right and then follow the hallway to the right to a small 
f ice, destroying the computer inside. Keep moving through the hallways looking for any rooms where — arena 
housed. There will be plenty of opposition along the way. > 2 


cere aE peace S 
The hallways of Nth Phase are a great Use the Mach Pistol or Shotgun to take 
place for finishing moves. out the PCs if you're in a rush. 


CENTRAL ROOM 


There are two large rooms where there are plenty of PCs and sub-objective servers. There are, of course, plenty of 
blood suckers as well. In this semi-confined space, it's best to work around the area, fighting the enemies one at a 
time by hand rather than wasting ammunition. The glass walls provide a quasi-buffer between Blade and his enemies, 
making it safer to fight hand-to-hand. Be sure to destroy all the PCs in the area, and the servers as well. 


It is possible to get surrounded in this 
area, so keep an eye on Blade's health if 
he's in a lot of hairy fights. A few well- 
placed bullets can take care of aitua- 

ion like, this fairly quickly. : 


Don't forget to pick up the = $ 


50-point Glyphs that are laid LLL 


out around the large room. 


The sub-objective servers resemble non- 
descript boxes. 


HOBIROOM 


This room is down the hallway and just beyond the central room. It is quite full 
of enemies and should give you pause as you approach it. Once the enemies 
are liquidated, there are PCs and servers in this room that need your_attention. 


If there was ever a time to break out the 
Mach Pistol or Rage mode, this is it. The 
enemies are three deep in this room! 


The hubin the middie will yield some The fighting:will continue to be hot and 
Giyphswmhen destroyed: heavy. On the upside, you'll fill the Rage 


meter up to ‘Sword’ level fairly quickly so 
that.you can teach these undead a lesson! 


SERVER ROOM 


This room is beside the hub room. 


Quite simply, you must destroy two 
long rows of servers. Go to it! Note 
that there's also a 200-point Glyph 
in the back of the room. 


Back in the hallways en route to the next room, you'll find the same heavy 
resistance as before. The enemies, however, are getting a little friskier and 
you must keep an eye on your health bar to ensure that you're not taking 
too many hits. If your health is in danger, don't hesitate to use other 
weapons, such as your Pistol or Shotgun to save your butt. It's better to be 
alive with no ammo than dead with a full clip! 


d m 
x 
AJ 


NTH PHASE 


Blade's Sword is handy for slashing up 


the PCs. 
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When the next to the last PC 
has been destroyed, a door 
opens up in the central 
room. Go into the office 
there to destroy the last PC. 


w/o 
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There's also two 200-point 
Glyphs in this room. 


you have it. If you do 
built up or if ammuni 


Ultimately, Rage is the best way to han- 
dle a crowd of vampires. 


ë that's why you came). 


G 


êp your friends close, kick the crap out 
of your enemies. 


"BACK TO THE ELEVATOR 


When you've destroyed 
the last PC, Whistler will 
instruct you to return to 


you entered the level. 


ing the corridors to the 


. 
the elevator from which x 


= 


low, R 
lure the enemies into t Ilway A 
one or two at a time a ke them 
down. After you've í d the ene- 
mies, take out the PCs (after all, 


COVER OP 
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Karkov Processing, 11:02PM. Blade, we're 
close. Now that you've busted Nth Phase 
open, let's get the blood vial. If they're 


taking it to be processed, it's gonna pass 


through here. 


Mission Objective: Find the blood vial and 
destroy it before the Karkovs 
have time to process the DNA 


Sub-Objective: Eliminate the Assassins. 


Recommended Weapons: Shotgun, Extra Ammunition, 
Knuckle Duster 


Available Glyphs 


200s: 
500s: 
Total Bonus Points: 


{Coen eT eS A AAEE E 


This mission takes the game to the next level. You'll have to keep a very 
close eye on your health bar in this mission because there are not only 
loads of vampires jostling to rip your ribs out, there are also skilled vam- 
pire marksmen with guns that can hit you from across the room! Take 
extra ammunition when the mission starts, and don't be afraid to use your 

bs I Shotgun if there's a chance you'll take hits. Cover Up also includes several 
Blade. we're close. Now that you've busted Nth Phase instances where Blade is trapped in a room full of enemies, so beware. 


open, let's get the blood vial 


Cover UP 


glass doors is the great hall, the largest room in the mission. 
two spiral, descending staircases on opposite sides of the ro 
them hold Glyphs that you can pick up as you see fit. If y 
| appear near 33; 
where Blade enters this room. lige are two guards just beyond the glass. j 
doors, and when they see you they will open fire on you with guns, so 

take them out first with your Shotgun or Pistol. 


the Glyphs on both staircases, ammo and a Health Pack 


The key with the great hall is to ensure 
that Blade is moving at all times. There 
are plenty of blood suckers with guns 
that will shoot at him, especially as he 
moves through open areas. Get Blade 
down to the ground level where he 
can fight hand-to-hand and use the 
pillars and other obstacles as cover 
from any unseen snipers. 


SFAIRCASE AND LARGE HALL 


At the top of the staircase, 
you'll find a large hall 
where you'll immediately 
be attacked. Take out the 
vamp with your Knuckle 
Duster and then get ready 
for the Assassin attack. The 
Assassins are sleek females 
equipped with nun-chucks 


and are particularly vicious. 


The staircase contains many 
enemies that will run down at 
you. Unfortunately, many of 
them will also shoot at you, 
so if you grabbed a Glaive at 
the beginning of the mission, 
it will help you a great deal 
now. If you didn't get a 
Glaive, you'll likely have to 
use your gun (whichever one 
you chose) to protect Blade 
from taking too many hits. 


These are the Assassins you must kill to sat- 
isfy the secondary objectives. j 


The death of the Assassin will 
yield a Health Pack, which we 
suggest you use to top your- 
self right up! 


Cover OP 


HALLWAYS AND 
THE LOCRED DOOR 


=. 


Keep a gun drawn as you move through the hallways because enemies will 
fire at you from afar. Fortunately, hand-to-hand combat is still very effective 
ae" when you're wielding a weapon. 
a ae ‘ Vein 
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The Shotgun isn't particularly lethal at This Jo ; must be unlocked. Each red dot 
a distance, but sometimes it's better _ on the top of the door is one lock, and you 
than nothing. cannot pass until all three are disabled. 


From the locked door there are two curving hallways, both of which must be traversed. These hallways hold Glyphs but 
they also have built-in defense mechanisms that shoot fire! You can avoid these simply by noting the timing of their 
fiery jets. Be careful of them, because roasted vampire does not taste like chicken! 


Through these French doors awaits 


CENT RAL COMPOTER ROOM i ee stomge rom Behind AAE sa AMN 


This area is well guarded with the undead, who seem to be hiding behind every pillar and constantly jump out on you. 
If you find yourself in over your head, back into a corner so that you can fight one at a time. You can also ui 


Through the room is a large 
staircase down and back to a 


There are some Health Packs 
and boxes of ammo in the 
storage rooms. Take advantage 
of them—you'll need ‘em! 
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et of hallways. Keep moving 
be ready to vaporize 
e more slug-heads once 


u pass thro gh ae doors. . 
eee 


You'll come to a small office 
with a PC inside. If you look 
closely you'll notice a switch 
on n the side of the wall, walk 
-up p to it and pull it, this will 
open a door elsewhere. 
Activating this switch will 
_also create a Save Area in this 
room. We strongly suggest 
you use the save location. 


~ Wind around the hallway 
intil you pop out again in 
~ another great hall. Here you 
will surprise a group of vam- 
pires, but they are tough so 
use either a Glaive or a gun 
to take down at least one of 

i : them before you get into 

ba Remember that your life is worth more than the thick of it. They'll quickly 

a few Shotgun shells, so if you have to use surround you and you'll have 

them, use them! to be very sharp to avoid 

taking unnecessary hits. 


Cover OP 


Rae end of the room is a 


large, glowing apparatus. 
Shoot it with your gun, and — 


unch of Glyphs a 
will appear around this = 
room, so be sure to grab 

them all on your way out. 


As soon as the first lock is 
released, another large wave of 
attackers will bear down on you, 
so be ready to defend yourself. No 
one said this would be easy! 


Work your way back to the 
Locked Door again, and then 
take the curving hallway 
that you didn't take last 
time. This one will be more 
heavily defended, and it'll 
have those annoying defen- 
sive fire jets, so be careful as 
you move through. 


SERVER ROOM/SWITCH #2 


At the end of the hallway you'll go through a set of doors that leads down an identical set of stairs (like the ones that- " 
led to ‘great hall 2'). At the bottom of these stairs, you'll come to a room full of computer servers. More importantly, it 
also hosts a trio of Assassins! Take them out to earn your sub-objectives. Lastly, there's a switch at the back, which 

gives you access to yet another area. 2 


On the way to the newly 
opened door, you'll pass 
through the Central 
Computer Room again. This 
time it'll be crawling with 
enemies. You may be in a 
bad way by the time you 
reach this area, and a 
group of 10 or more angry 


vampires might not look so good to you. This is a time when we recommend using some pent up Rage to take them out! 


é 


APPARATUS ROOM 2 


When you get to the room with the second apparatus in it, Vampires and an Assassin lie in wait for you. As much as 
you may want to open the second of three locks, take out the enemies first. Use the wall-as a backdrop to help pre- 


vent getting attacked from behind. 
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Don't be a fool—use this Save Point! 


Once this third apparatus is destroyed, the 
door with the three locks will be unlocked. 


Cover OP 


The third apparatus is locat- 
ed in a room that's very close 
to the large hall through 
which you entered earlier. In 
fact, it's in a room that was 
previously locked, but switch 
#2 unlocked the door! Move 
in and blow that puppy! 


DOR 
Enter through 


unlocked door to 
mission. On the | 


can destroy the eight Power 
Nodes on the central 

machine that dominates the 
room. Once you enter this 
room, there is no leaving. 
Either you defeat the enemy 
and destroy the Power 


~ Nodes or you die trying. 


~ 
already our Byron brothers are gathering the raw 
data 


` « Here one of the Power Nodes is destroyed 
and is leaking fire. 


To make it out alive you 
must run around and get 
close to the Power Nodes, 
quickly target them and 
shoot. If you shoot well, a 
Node will be destroyed. You 
must destroy all eight Nodes 
for victory. The problem is 


i Š Tso A Fae a “ pers ; 
that the vampires will con- a ; F zF 3 
; ro : Finishing moves won't do you much good with This is your goal: Get in front of the Power 
tinue to drop in like flies on an endless supply of enemies dropping in. Nodes without company so that you can shoot 
a cow patty, constantly them. When they're all gone, victory is yours! 


attacking you. Fortunately, there are plenty of ammo packs 
to keep your weaponry satisfied, but staying alive is the 
biggest concern. We recommend moving around as much 
as possible to avoid the enemies, then if you have to, line 
them up and use one or two Shotgun blasts to thin them 
out as you work on destroying the Power Nodes. 
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ACID REIGN 
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Inner Sanctum, 11:29PM. You've penetrated 
deep into the building, Blade. It seems that 
you may have managed to stop the trans- 
fer of DNA but now we have a new target. 
Aside from staying in one piece, your prior- 


ity has got to be finding out where the hell 

this Dark Energy is coming from. Our back- 

ground data on this area is thin, so we 

don't know what the hell's waiting inside, but one thing is sure, expect big resist- 
ance from here on in. I've mixed up some stuff that'll take out this whole tower 
in one go. We'll need to use the air vents to spread it. Meet me on the roof! 


Mission Objective: Meet Whistler on the roof to 
collect a canister of poison. 
Place the poison in the venti- 
lation system in order to clear 
out the tower. 


Sub-Objective: Destroy the PCs. 


Recommended Weapons: Shotgun, Extra Ammunition, 
Glaive, UV Grenades 


Available Glyphs 
30 


Total Bonus Points: 
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More office area fighting, more tight hallways, more enemies, and more 
enemies with guns are what you're about to face in this mission. The 
upside is that Blade will gain Rage quickly and will be able to use it sev- 
eral times throughout the mission. The addition of the UV Grenades is 
also key—these explosive ‘daylight’ bombs will take out an entire room of 
vampires in one strike! In other words, they have the ability to save your 
pA Et pcr EE butt when you're in a tough situation and your health bar is creeping 

Ape lh arate leat! ae cies down. Ultimately you must grab a canister of Poison from the helicopter 
on the tower's roof and then bring it back down to the ventilation sys- 
tem—a tall order indeed. 


ACID REIGN 


OFFICE SPACE 


The first portion of this mission is in the ventilation area of the tower. — 
Indeed, the spot where the Poison must be delivered is only a pair of left 


w 
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turns away from the starting room. 


Go over to the ventilation shaft 


ood idea to know exactly where 
something is when you have to r 


ing a canister of Poison. 


The first office area is full of vampires with 
guns and bad attitudes. As soon as you 
break through the grating, open fire with a 
couple of Mach Pistol or Shotgun rounds 
and move quickly to get behind a large 
object to protect yourself from gunfire. 
Enemy gunfire is one of the most dangerous 
elements Blade faces because it can quickly 


Just past this grating is a room full of angry lower his health from a great distance away, 
vampires, and more than one of them has a gun! giving him little chance to counterattack. 
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an S d before they'll open again. The difficult aspect of this is that there isn't enough 
alone in your belt, to deal with these suckers. 


Ss ammunit of th 
“ayaa 


Rush 
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MORE OFFICES 


The offices are crawling with the undead, and their stench will clog your gun b 
a onjthese thugs and send them back to their makers. . 


if you don't use them, so open up 


Just beyond the first pillar room is Use whatever Rage you've got to add to 
more office space, and it's jam packed kent the sub-objective total as you pulverize 
with some good-time buddies. a the PCs in this area. 

Po = 


There are shooters left and right 
when you enter this area. Take them 
out with your own gun, or you'll end 
up with some lead in your belly. 


You'll pass through another pillar 
room and into yet another office area. 
Again, there will be plenty of vampires 
fighting you. Still, they come at Blade 
more or less one at a time in many 
instances, giving you a fair chance to 


S A k ee o fight them. Finishing moves arean s 
Pai — excellent way to get rid of an ences. 


When you shoot the two servers across Every step of the way is tough. If you're in one hit. a ae 
from each other, a cross of Glyphs will low on health, back up against a wall so ` 
appear out of nowhere and there's a box that your back is covered. 

of ammo in the center of it! 


THE SWITCH “gt 


90m that contains a switch. The switch opens a door that gives Blade 
ing a Health Pack for Blade. RE ty, 
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2 BES 
The switch is in the central area at the 
top of the stairs. 
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Now that the roof is open, 
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your goal is to get up there 
‘and get the Poison canister. 
Once the switch is thrown, 
a Save Game spot will 
appear in the switch room. 
We suggest you use this 
before moving on. 


> [A 


ugh the other rooms you've 
ng the dreaded pillar rooms, which will now have 
emies in them. Remember to keep your back 


Sometimes when a vampire is vanquished, a Health Pack will appear, while other Health 
Packs are placed throughout the rooms. Use these wisely. If you have plenty of health 
and know you'll be coming back to an area with a Health Pack, don't waste it! Likewise, 
if you're not going to return to an area, use them to make sure you're ‘topped up’ before 
moving on. 
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Some finishing moves are in order! The path to the roof is fraught with As you work your way toward the roof, 
af danger my friend. Remember to keep watch out for vampires at the ends of 

your friends close, and kick the crap out these hallways; they'll often open fire on 
~of your enemies! you as you approach. Shoot them first! 
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THE CANTER 


On the roof, head straight for the helicopter and grab the Poison Canister. ko ar 
There's also a Health Pack and some more ammunition for you, and you'll This staircase leads to the roof. There are a 
likely need it. few vamps outside, so be ready for them. 


The Poison can be carried, but at the expense of your other weapons. 
Indeed, you cannot fight while carrying the canister, so there will be 
` A 


plenty of picking up and dropping the on as you work your 
down to the ventilation shaft. Once 


, the mission will 


There will be a couple of vampires to dispose 
of just before you reach the ventilation shaft. 
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ANCEY STREET SUBWAY 
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Delancey Street Subway, 10:47PM. While we 
were on the roof of that tower, there were 
F some visitors back at base. The Doc was alone 
there. Now the vampires have her. Seems they 
didn't like us sticking our noses in where they 
didn't belong. Looks like our Doctor has 
brains as well as beauty—l'm picking up a sig- 
nature trail on the GPS and it's pointed right 
at the subway. | don't know what else is going on down there but it's the best lead 
we got. Oh, and watch yourself, kid—there are still plenty of trains in operation 
down there and you don't want to end up impaled on fifty tons of rolling iron. 


Mission Objective: Venture through the subway 
system and infiltrate the Byron 
hideout. 


Sub-Objective: Kill the Ghouls. 


Recommended Weapons: Mach Pistol, Extra Ammunition, 
Knuckle Duster, UV Grenades 


50s: 

200s: 

500s: 

Total Bonus Points: 


The subway station is a dangerous place. There are many vampires 
about, and unfortunately there are plenty of gun-toting blood suckers 
that will snipe at you from afar. UV Grenades are essential for two areas 
in this mission, most importantly for an area near the end of the tracks. 
A group of nearly 20 undead jump you simultaneously there. The other 
major dangers in this mission are the trains that run down both sets of 
tracks. If one of these trains hits you, the mission is over, superhuman 
strength or not! 


DELANCEY STREET SUBWAY 


PONCH THE FICRET 


The mission begins in a large, circular waiting area. There are plenty of 
Glyphs and even a box of ammo in this area, but of course, a posse of 


vampires shows up as well. There is a gun-wielding vampire on the bal- 
cony across from the escalators, and he'll shoot at you the moment you ` , 


a 


step into view, so either take him out by targeting him with your Mach: + 
Pistol, or run down the escalators ASAP to avoid him. 


If you aim carefully, you can take o There are plenty of vampires at the 
bottom of the escalators, so it's adva; 


re you get into it with anyone else. 


There are two staircases below the esca- 
lators. They lead out of the turnstile 
area. One leads to another waiting area, 
which houses a few Glyphs. The other 


[Ieee 


o> 
er 
Pee 


>> 


sy 
53533 
Dpr 


<3 


leads up to the balcony you could see 
from the top of the escalators. 


wY 
There's a Health Pack in the waiting 
room to the right of the escalators. If 
you don't need it now, just remember 
that it's there and come back for it later. 


Just around this er is a Byron secu- »- 
> ~ . 

an automatic weapon. 

D on you. very quickly, so 


ee 
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Guards with machine 
some. One hit from 
their weapons, thus 
won't pick up their 
midst of well-armed 
combat to score on 


rticularly trouble- 
ause them to drop 


ant a The door at the end of this hallway opens 
eer pe 4 Na and will lead you to the switch. It opens the 


§UB-OBJECTIVE (GHOULS Z a 


When you get up to the 

_ balcony, you'll take fire 
from some goons standing 
atop the escalators. A Ghoul 
there must be disposed of if 
you want to secure all sub- 
objectives. 


Blade's incredible physical skills allow him to. Because all of the guards have machine guns, 
jump off the balcony and then move up the a UV Grenade may be the best answer. 
escalators to take out the Ghoul and his guards. itis 


oy 


SLOITCH t 


The switch is upstairs, through the metal door that's across the balcony. On the other 


Remember that UV 
Grenades do not 

destroy human side of the door is a maze of pipes and hallways. More importantly, there are two 
guards; they only 


blind them and stun 


vampires with guns standing ready to pump you full of lead. Get your gun ready 


before you go through the door. 
them for a few sec- 


onds. Still, if there's a 
group of four or five 

guards all shooting at 
you, the stun from a 
UV Grenade can give 
you just enough time 
to take them all out 


before they recover. 


PE ie í There are a few Glyphs to pick up inside the 
TX ig. 
Ñ pipe-lined halls. 
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To get directly to the switch room, move to the left side of the maze and go through the metal door. There are no 


enemies waiting for you, so don't worry about surprises. There is some ammunition inside as well—you might as well 
pick it up to replenish the ammo you used to get here. 


Around the other side of the maze of 
hallways (maze is a strong word-it's a 


small area) is a Ghoul and some vam- 
THE TRACRS pires. Take them out to get another 

sub-objective. 

The door to the subway tracks is opened, so move back down past the turn- 

stiles to the door. You'll find that a great many vampires seem extra angry and 

are closing in on you. This is an excellent time to use a UV Grenade, but 

remember that you must save one UV Grenade for later, so use one here only 

if you can spare it. 


UV Grenades are bright and they make 
the room shake, but hey, they'll disin- 
tegrate any vampire within direct eye- 


shot. 


There are two machine-gun toting On the platform, show your foes some 
guards in this area. love with a pistol finishing move. Gott J 
love this gun! x 


af 
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There's a 500-point Glyph at th 


ught in front of a moving 
train. In other words, wait for ‘ 


We can't stress this naiiba t go into the thin tunnels unless a train 


has just gone by. If you gogi 't heed that advice and you attempt to outrun 


E 


the train or guess its pat- kan 


tern, you'll regret it. If you 
ignore these warnings, you ` 
might as well change your 
name to Splat McPancake. 


and make a run for it! 


Halfway down the tunnel is a little area where 
you can get off the tracks. Wait here; do not: 
lars on the right as you proceed down the tracks. Get your gun out and attempt to keep going. It'll take a few moments 


“be ready for them, but again, don't hop out onto either side of the track. for the train to'ome, but it will come. 


There are three guards with autombtie weapons standing behind the pil- 


Again, wait for the train to pass by, 
then proceed. 


The cat and mouse game with the trains continues as you work your way 
down the tracks. Remember that if a train collides with Blade, it's back to the 
very beginning of the mission for you, so take the necessary precautions. Build 
your Rage Meter up to "Strength" and use it to make Blade run faster. 


AT 
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THE PLATFORMS 


At the end of the tracks, there are two sets of platforms; many vampires and even a few guards with guns guard 
them..Climb up on the platform and let the blood suckers encircle you, then let them have it with a UV Grenade! This 


t 


will shave five minutes of fighting off of your mission time in one fell swoop. ‘ 


There's a break in the wall at the bottom 
of this tunnel staircase; that's where 

s you have to go. Beware of the machine 
gun-toting guard at the bottom. 


The fighting continues, although there Follow the switchback to the exit. Give your friends a goodbye hug on the 
are few enough enemies that you can way out. 
handle it with hand-to-hand fighting. 


i: 
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CITY SEWERS 
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City Sewers, 11:17PM. I thought you'd like 


J a little company from an old man. And 


besides, | have something here that might 
come in handy. I've checked out the 
schematics of the area. And now | feel like 
doing a little damage of my own. You ain't 
havin’ all the fun. You just try and keep 
up. Watch my (Whistler's) back. We're 
expecting some unwelcome guests. l'Il do the rest. 


Mission Objective: Escort Whistler as he places 


the explosives. 


Sub-Objective: Kill the Reapers. 


Recommended Weapons: Mach Pistol, Extra 


50s: 
200s: 
500s: 


Ammunition, Knuckle Duster, 
UV Grenades 


Total Bonus Points: 


This mission is simple yet challenging because you are now responsible 
not only for your own skin, but also for keeping Whistler alive. Whistler 
has a Shotgun and is capable of defending himself in some situations, 
but his bum leg and advanced age (not to mention the fact that he's 
human) prevent him from engaging in the funky jive fighting that Blade 
can deliver. Keep close to Whistler at all times. There are often Glyphs 
available across the sewer channel or down a side-corridor, but there is 
always a risk that going after these goodies will leave Whistler too 
exposed. It's surprising how quickly the enemies creep up on him and eat 
away at his health. We recommend that you stick close to him at all 
times, monitoring your ammunition and Whistler's health very carefully. 


CITY SEWERS 
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EXPLOSIVE #1 —_ 


The first explosive position isn't far from the starting co te is 
to keep slightly ahead of Whistler so that you can take do 


e vam- Y 


pires as they show up. Preserve your ammunition at all costs, but if i : 
Whistler is going to become significantly injured, use whaj ne 
to save him. 


Blade's gun and à » 
even his fists can s 
injure Whistler 5 : —— 
y Whistler can defend himself with his 
just as much Shotgun, but he'll still take hits, and ulti- ; 
(and sometimes mately you must protect him from taking ¢ 
more) than the damage early so that he'll have legs later. 
enemy, so always 
be careful who's 
taking the brunt 
of your attacks. ss 
3: 
Whistler will crouch down and plant the = % 


explosives while you wait. a 
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‘Whistler will lead you to the 
next location. Unfortunately 
he won't hesitate when he 
begins to walk into the toxic 
cloud. of the Poison Zombies, 
so you ‘Il have to stay close 
-enough to Whistler that you 
can clear the way before he 
takes too many hits. 


rie 
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You can run off Whistler's 
course to grab items such 
as these Glyphs, but be 

quick about it because the 


old man can get himself ‘Ble a ide an d Whistler. 
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Again, Whistler will lead you to the next 


Stick by Whistler while he plants the second 
explosive deviee by these pipes. 


location. The third spot is down a long 
tunnel on the far end of the sewers. 


Again, clear out the Poison Zombies with 
either your Glaive or Pistol. 


It's mission over if Blade takes a bullet in the head. There are a 
few places where guards fire machine guns at Blade and 
Whistler. These guys are human so UV Grenades won't take them 
out. Instead, use Blade's Pistol and targeting ability to take them 
down quickly. 


CITY SEWERS 


The one sure-fire way to take out Reapers A prime example, this Reaper was 


is with a UV Grenade. After a beating, already ‘killed’ once and it has come 
they may seem dead, but they'll always back to attack Blade in the back as he 
~ come back to attack again! tries to dispose of some Poison Zombies. 


A well-placed UV Grenade disposes of 
two Reapers. 


THE ESCAPE 


With the third device in place, you must now escort Whistler out of the Sewers. Same drill! Once Whistler's made it to 
the extraction point, the mission is over! 


Before Whistler gets to his destination, 
you want to mop up any Reapers 
still | g around. 
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City Sewers, 11:39PM. My job is done; 
now it's your turn. I've rigged the explo- 
sives to the emergency lighting. All you 
have to do is activate the alarm in 
the security room. Then... BOOM! How 
long have you got? More than enough 
time. Trust me on that, but you can't 
hang around. 


Mission Objective: The explosives are primed and 
Whistler's safely out of the sew- 
ers. Reach the emergency control 
room and detonate the explosivesg 


Sub-Objective: Kill the Reapers. 


Recommended Weapons: Shotgun, Extra Ammunition, 
Glaive, UV Grenades 


50s: 

200s: 

500s: 

Total Bonus Points: 


BASIC STRATEGY 


This mission is all about finding your way down to the control room so that you can throw the switch and blow up 
the sewers. The included map shows where you need to go to get the control room. More importantly, it shows you 
the exact route needed to get the heck out of the sewers in the 60 seconds you have after the fuse starts! There are 
plenty of enemies to fight in this mission, and you'll have your hands full, but you don't have to protect Whistler, just 
your own sorry butt. 
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but it's actually a fun trip because 
you get to use everything in Blade's 
arsenal to splatter the blood suck- 


ers on the walls. 


Soos Z500 6s 


Because you're n ri histler, The security guards don't die pretty like 
you can take the i p all the the vampires, but finishing moves are 
Glyphs along the Way.” = “A still very satisfying. 


Bi- 2 


Use Rage when you get cornered. 


» 


——3 A A z 
To fulfill the sub-objective of killing the 'The Glaive is excellent for taking out 


Reapers, a UV Grenade will destroy them. Poison Zombies when you have the time 
to power it up properly. 


Is that a Glaive or are you just 
glad to see me? The Poison 
Zombies will latch onto you if you 
let them get close enough. 
Considering their poison cloud 
inflicts extensive damage, letting 
them grab Blade could be fatal. Always keep your distance. 


THe Bia Bana 


È 


By the time you're in this tunnel it's close 
to the end, so use up your resources. 


GONE IN 60 SECONDS 


Once the switch is thrown, you've got only 60 seconds to run out of this cesspool and get to safety. Consult the included 
map to see just what twists and turns to follow to get out quickly. If you fail to make it to the safe zone, you will perish! 


Just what you needed, jets of flaming 
death right in your way! Don't worry; 
you have time to wait for them to stop. 


You could always run straight through the If you miss a turn, you'll blow up with ae : 
fire jets, but that could be the end of you. the rest of it! Į ‘x 4 y 
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QUARANTINE 
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Sewers East, 11:59PM. Let's get you out of ae 
there. | miscalculated the effects of those 

explosives. There's still one whole area of 

sewer system untouched. There's no clear 

way out for you. My motion detectors ž 
sense a large object headed toward you. | ~ 
Try and find an exit before that thing gets 
to you. | don't know what it is but it's sure 
as hell not friendly. 


a 
WS What hept you? You re showing dowr 


The area is used as quarantine 
for a failed vampire experi- 
ment. Avoid whatever is in here 
and reach the exit to safety. 


Mission Objective: 


Sub-Objective: None. 


Recommended Weapons: 


50s: 
200s: 


Shotgun, Extra Ammunition 
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500s: 
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Total Bonus Points: 


This is all about running, and running fast! There is a vicious, giant 
vampire rat immediately behind you the whole way, and the map is, 
ironically, a maze. In short, you are being chased through a maze by a 
giant rat—welcome to hell. We suggest simply running as fast as possi- 
ble along the route shown on the map we've provided. Keep your 
Shotgun in hand to take out the few enemies that stand in your way, 


Let's get you out of there. I miscalculated the effects 


don't let them slow you down at all! 


Gof these explosives There's still one whole area of 
3 sewer system untouched 


QUARANTINE 
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Rat Start Location 
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Preferred Path 
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RON FOR IT! 


As soon as the mission begins, bolt 
out of there at high speed. Use that 
superhuman ‘Daywalker' strength 
and speed to get to the exit as fast 


In the Daywalker 
difficulty setting, the 
rats don't show you 


a ible. i 
s possible which turns to take! 


In the Human difficulty mode, the rats on the TE ie Bo ; Be 
ground show you which way to turn. ile A 3 
However, with this book you already have the pes N $ a ; 


map, so you don't need no stinkin’ rats. 
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If you get confused, follow the rats. Keep Hesitation kills. This-is what'll get you if 
any enemies in front of you that will ` in mind that the rats don't move quite you hesitate for even a couple of seconds. 


as fast as Blade, so you'll have to wait a 
little for the rats to catch up! 


slow you down., 


When you reach this point, you'll fall The last portion of the chase will have 


As you approach the exit, the turns you 
through the floor—you're almost there! the rat coming straight at you! 


need to follow become more obvious 


Get through this door and victory will 
be yours! 


QUARANTINE 


THE BLOOD DONORS 


Gaunt Moor Asylum, 12:14AM. Checking 

» GPS coordinates... well well, looks like : 

¥ 7 you're standing in the bowels of Gaunt = i . a t 
i Moor Asylum. The place has been closed N : 
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for years so we haven't got much data. 
I'm trying to pull up some blueprints now. 
Dr. Grant should be in here. | hope you're 
not too late. 


Mission Objective: The Byron vampire clan have abduct 
ed Dr. Grant. It seems her research is 
of interest to them, get her out of 


there before hey rip her apart. 
Sub-Objective: Rescue the patients. 


Recommended Weapons: Mach Pistol, Extra Ammunition, 
Knuckle Duster (or Serum), UV 
Grenades 


"50s: 
200s: 
500s: 
Total Bonus Points: 


The vampires in the Gaunt Moor Asylum are extremely vicious. There are 
several instances where you will be surrounded and perhaps over- 
whelmed. We recommend a double dose of V Grenades (six in total) to 
rescue Blade from the really tight “tere goal is to find Dr. 


Grant and free the patients, but ultimately the goal is simply to survive. 


Ie the y ad i VA 
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and activate it by pushing the con- 
trol stick toward it. This will open 
one of the doors and start you on 
your journey. 


There are a few new enemies to face, Move through the newly opened door. — 


including these Blade Zombies. When you get to this double door, you ping up all around you. Stay in one spot 
__must kick it several times, to,open it. and take them out one or two at a time. 
RE AS ; 


Don't attempt to run away from enemies in Gaunt Moor 
Asylum's rooms. If you ‘run, you'll trigger more Ghouls to pop in 
and you'll end up with a room chock full of those dudes! 


N rei see the result of the Dryad's activation. This is a tough situation. Use a UV Ka-boom! 


) ‘ Grenade if you're about to buy the farm. 
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THE BLOOD Donors 


SECOND DOOR 


The Dryad opened the doorway across from the first double doors you kicked down. Move across and check out the 
new area. Again, you'll have to kick down the door. oe 


Get to know the Ghouls on a personal 
level. 


Expect to be surrounded and badly out- 
numbered. Time to use some Rage to 
slice and dice these rubes. 


There's nothing quite like the old 
behind-the-back-sword-through-the- 
chest move! 


There's a switch in a secret area next to where you first encounter the Axemen. 


á . This is one of three switches you must activate to turn off the electric floor in 
j ar e the cell section. 
aes, MS eee a 
haw `a JHE PEOPLE ONDER THE FLOOR 
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In the misty lower area of the room, you'll see some Glyphs and a large hole in 
the floor. Don't be afraid to just hop on down and see what's down there! 


The answer is 
Poiso. r 


may 


coming back this way. 
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The goal down here is to activate this 
switch to turn the power off in one of 
the cell areas. This helps with the sub- 
objective of rescuing the patients. 


Get back to the area where you dropped into the hole (the second door out of the initial circular room) and find the stair- 
case up to the cell blocks. Move upstairs and pass through the double sets of doors to get to the switch in the room beyond. 


This hallway has intermittent electricity. Moving into the Waste Disposal room 
The electricity will kill Blade if he gets will trigger a short movie showing 


caught in it, so time up your run across where the waste goes (down where the 
pots it accordingly. Poison Zombies were). 
A a 
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You will eventually 
encounter a cell area with 
plenty of electricity flowing. 
There is a switch on the wall. 
If you throw the switch while 
the electricity is on, the cells 
will open and all the prison- 
ers will die! This is not the 
desired effect because there 
are points to be earned for 
saving these prisoners. Don't 
throw the switch until the 
electricity is off. 


This is exactly what you don't want. 


Keep moving through the 


Asylum. Cell Block D also 
has some Glyphs that are 
worth grabbing as you pass 
through. 


In this case, the electricity isioff, so throw 
the switch to free these prisoners! 


En route to the High Security Wing is a Health Pack, which you'll likely 
need. Pick it up and keep on moving. 


+ 


es) ee 


In the High Security area, you'll run into There's some ammunition in this cell. 
the ill-tempered Gaunt Moor Nurses. ~ H: ai 


g f i 
You must activate two floor switches 

upstairs. There are guards at the top of i 
the stairs with guns, so use your new- 

found ammunition to take them out 

from the bottom of the stairs. 


Move down the stairs and use the Dryad 
switch, which opens a door back in the first 
circular room. This ends the mission! 


THE BLOOD DONORS 


THE JAWS OF DOOM . 


Gaunt Moor Asylum, 12:40AM. The access 


I points are now clear for you to reach the 


inner chambers. Open up those jaws and i ‘ r ya 


let's see what's inside. You'd better hurry ss f 
if we want to see the doctor alive again. Fae 
a Das o om 


Mission Objective: Make your way back through 
the asylum and open the gates 
to the inner chambers. Doctor 


Grant is certain to be within 
the chamber walls. 


Sub-Objective: Kill the Nurses. 


Recommended Weapons: Mach Pistol, Extra Ammunition, 
Serum, UV Grenades 


50s: 

200s: 

500s: 

Total Bonus Points: 


The mission begins where the last one left off. Your goal now is to find 
a way to open the jaws (in the initial circular room) and stay alive while 
doing it. The strategy for this mission is simply to keep your wits about 
you and to work your way back down to the beginning room, where a 
new doorway has been opened. Whenever you're faced with over- 
whelming odds, use Rage or a UV Grenade, and try not to fight more 
than four enemies at once. The Knuckle Duster will improve hand-to- 


hand combat success. p 
# 
ano wA 


BACK TO THE START 


n in which you started the last mission. This room contains the door that you just 
A the ad ofthe last ssion, so there will be new areas to explore once Blade gets there. 


7 o 


Finishing moves really take the pressure Beware the long-range gunfire from the 
off of Blade during tough fights. Try to ends of these long hallways. 
perform successive finishing Fe to’ « 

eliminate all the enemies’in one à 


If you want to complete the sub-objectives, you'll have to be thorough about 
moving through each room and taking out all the enemies. This is because a 
few of the Nurses that you must kill to satisfy the secondary objective are in 
groups of enemies that you may otherwise avoid if you were in a rush to get 
back to the starting point. 


contains 


The Nurses you encounter (like this one) — This room is just plain tough. If things A UV Grenade will also take out a cou- 
are part of the sub-objectives. Kill start to look like this, trigger some Rage ple of Nurses! 
them! Kill them all! or use a UV Grenade! 


as Again, you must kick the doors down. Back in the circular room, you may need 
7 to use a UV Grenade again—no one said 
iss this would be easy. 
a 
pf @ A) THE Jaws oF Doom 


THE JAW DOOR SWITCH” 


Now that you've made it to the central 


room, approach the newly opened io tn 
door (the hallways are lightly defend- ats S 
ki 5, i 
ed) to the switch room. There's a zd a 5° TE 
A > 4 
mechanism there that, when triggered, AP “oe VG 
: : x d 
will open the jaws. i “Ú 
stig, = 
> a oe | 
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Pull the lever. 


The jaws open... Pass through the jaws and burst through the 
doors to find Dr. Grant. 


Now is the time to use up 
extra ammunition and UV 
Grenades because the mis- 
sion is about to end and you 
can replenish your stores 
before the next one. Have 
some fun with it! 


Bee AN af 
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Gaunt Moor Asylum, 05:05AM. My ETA food 


looks good, | should be there in time to 


pick you two up. I'll be by the south of h ae 
entrance. I'll have the van ready and wait- fi 
ing. You just remember Dr. Grant and we'll X 


S 


= $ 
course It goes out onto the moor We'll have to po 


be doing just fine. She may be able to fill Sr eigen Wun iet wet 


fme te chs 


us in about this place. She could even 
have an idea who's behind it all. 


Mission Objective: Escort the Doctor to safety, then} 
investigate the depths of Gaunt 
Moor Asylum and put and end 
to the Vorpal Reaper project. 


Sub-Objective: Rescue the captive humans. 


Recommended Weapons: Mach Pistol, Extra Ammunition, 
Extra Ammunition, UV Grenades. 


50s: 
200s: 
500s: 


Total Bonus Poi 


BASIC STRATEGY 


Dr. Grant is grateful that you saved her, but the job isn't done yet. You have to get her to safety, and it won't be easy. 
This mission is similar to the City Sewers mission where you had to protect Whistler. The main difference here is that 
Dr. Grant cannot defend herself at all, making it even more important for you to stay near her at all times. There are 
some humans chained to the walls that you can release to complete the sub-objectives, and there are a few switches 
that you have to activate, but defending Dr. Grant is the key. 


(78) 1 y THe Escape 


ONLOCRING THE DOOR 


Right off the bat, Dr. Grant 
will move to the next room 
to work on unlocking the exit 
door. As she does this, plenty TE, 
of vampires will enter the =| 
room from above, attacking +2) 
both you and her! Use your 

finely honed fighting skills to 

deal with them and build up 

some Rage. When all of the 
vampires are vanquished, Dr. 

Grant will unlock the door. 


One of your enemies will yield a Health Pack, 
` and you'll need it. 


UPSTAIRS 


Now the job is to get Dr. Grant upstairs, where you have to throw a few 


switches. Enemies will appear in every room and hallway along the way, so 
‘stay close. 


Follow the first an turn at the top of 


SOIT CH #1 alg ne 


There is a switch inside the red room. There is also a bevy of enemies waiting to sink their teeth into the fair doctor. 
Kick their butts or do what we do, use a UV Grenade to make it quick. 


Throwing this switch turns off the te 
tricity across the hall, allowing you to 


pass. 


SBN 
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ay ar dd ultimately to the ascení 


ing staircase. There are sevoroygnaras with 
guns at the ends of the halls, so stay sharp. There are also some tough vamps 


in the rooms at the top of the stairs, so be ready to use some Rage or ninja 
fighting techniques on them. 


There are some Glyphs in the back room. < Keep on moving, but be ready to.fight. 


( s Be ready to turn and defend Dr. Grant behind you, because the 
enemies will drop in behind her in a few of the rooms. If Blade 
is too far out in front, he won't be able to help her. 


Save the human on the wall—just by 
walking up to her. 


e: 


N A small chamber with a Dryad is around 
~a : j the edge of the room. Use it to open yet 
© te J p another door. 
& ș 
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SLOITCH #3 w» 


Now work your way back through the last few rooms in which you just fought. 


- o- mo 
Keep working your way back. Expect This is the door you just opened. Pick up When you come to this point, enter the 
some guests to ‘drop in. the Health Pack along the way and keep door on the left first. 


moving with Dr. Grant. 


Three bad boys with electric-edged axes Round the corner and throw the switch. Yet another gate opens! 
are inside the door. Killing each one yields 
200 points! We like to use UV Grenades to 
get rid of these guys, but Rage will work 
well too. Three quick finishing moves:can 
work like a charm as well. 


77E) 


Don't fall into the pit with the 
electricity, or it'll be game over. 


LSB ve 
WV 


There is another human that 
you can release on the far 

wall, but beware of the two ees. 
armed guards that will follow 
you into the room. You. don't 
want to get caught unaware. 


When you exit the switch room, hang a rie 
left. This area isn't essential but you can 
rescue a human there. 


Go through the newly Ope dòorand We really believe ie, 


continue through the room to the next por Aa stode ante, ate 


Just take out the goons at the bottom of 
X the staircase, and Dr. Grant is home free! 


ake Dr. Grant outside to meet Whistler. 
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THE ESCAPE , 


u y G n 


Incubation Chamber. We must destroy the £ ’ iy 
main project, otherwise everything will ; } 
have been for nothing! It's the Vorpal ; oa 


project. It's been the focus of experimen- 


tation for months. If we leave now, it will 
survive. The Reapers were nothing com- 
pared to this! 


BASIC SJ RAT EGS 


Pick up the goodies that Whistler left you and then get ready to go back inside. You have to go back down into the 
vault to fight the boss, so you'll need your weapons to get down there. Once there, however, Blade will fight using 


only his Sword. 


GET DOWN TONIGHT 


You must get down to the bowels of 


the Asylum, where the project is locat- 
ed. Get a move on, but first pick up the 
Glyphs beside the building and rescue 
the human that's tied up there. A Save 
Point appears after Whistler and Dr. 
Grant leave—we suggest you use it. 


A human that needs to be rescued is There'll be fighting all the way back in. Keep moving down. 
inside. Use up your Rage before you get to the ed 


project because it'll be useless there. 
VWV¥4¥V0001 


ith nasty enemies, and the crux of your job this mission is merely to make it down to the 
n't rush, because moving too fast will cause all the enemies to follow you. Then, 
n, there will be an overwhelming group of enemies to fight off. It may be particularly 


ver vhelming if you don't have any of those magic UV Grenades handy. Move room by room, taod your time and 
even resting so that Blade's health recovers a little. r 


Hopefully, you either have some ammt £- The Glafve isan awesome standby 
nition or a Glaive to take out these 4 — weapon for a situation like this, when 
Poison Zombies. there's time to charge it up properly. 


Yet another round of Poison Zombies. In 
break out your V € this case, Shield Rage is protecting 
Tf not, Rage Blade from their noxious fumes. 


The Sword finishing moves are sweet to The rooms are thick with vampires. If Finally, the Dryad you must activate to 
watch. you see a Health Pack, use it up. Don't get to the project! 

leave anything behind because you 

won't be coming back. 


w 
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PROJECT: VORPAL 


et me Mission Objective: Destroy the guards and the incubation 
w St chamber of Project Vorpal, the Byron's meang 
to creating an ultimate vampire warrior. 


Sub-Objective: None. 


Recommended (Outside the vault) Mach Pistol, Extra 
Weapons: Ammunition, Extra Ammunition, UV 

Grenades (Inside the vault, Blade uses 
only his Sword.) 


50s: 


200s: 


500s: 


Total Bonus Points: 


THE BOSS: THE VORPAL VAMPIRE 


You've made it to the project room. This room is a large, circular room with plenty of Ghouls constantly dropping in. 
There are four large, electrical conduits on the ground that must be destroyed before you can touch the vampire. The 
Vorpal Vampire drops from the ceiling and fires electricity—he's not to be trifled with. To add insult to injury, the 
Ghouls continually attack you. Blade is in a permanent modified Rage mode for this fight, and can only use his Sword, 
which is certainly not bad! 


Enter the room and swiftly cover its circumference, destroying the four conduits as quickly as possible. Then watch for 
the Vorpal Vampire to drop down. If he drops near the central area, he will fire electricity and you must avoid him. If 
he drops away from the center, you must anticipate his drop, run to him, and strike him with your Sword. You will be 
able to land only one hit per drop. After you hit him, you'll have to take out the Ghouls that have accumulated. Once 
you've hacked through most of the Ghouls, repeat the process and watch for the Vorpal Vampire to drop. Hack him 
with the Sword. Repeat this course until the Vampire is dead; he has a health meter that displays how much 

damage you've inflicted. 


—_ 
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Incubation Chamber, OL25AM. 


Vorpal vampires will be created. These guys will 
make Reapers sem like school girit 


=)” ae 
Destroy each of these conduits—there are 
four. 


Don't get too close to the center, or the 
sparks will fly! 


a I, j = 
With the last conduit destroyed, concen- 
trate on thinning the Ghouls and then go 
after Vorpal. 


we 
aad 


/) PROJECT: VORPAL 


This close to the center, you'll get zapped One good hit with your Sword per pass. 
for certain. 


Follow the rhythm and note the timing of the 
Vorpal's descents. 


When you strike the last blow, the Vorpal 
Vampire will expire! 
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Canyon Hill, 12:55AM. Maybe the Doc's E 
capture wasn't such a bad thing. While 

she was in Gaunt Moor she located. the 

Arcan Mountain Base. The Arcans are 

some of the most extreme muthas you'll 

ever have to kill. If the information is cor- 

rect, then we're close. Beyond the canyon 

you'll find the entrance... The entrance to 

what, I can't be sure, but let's not worry about that. Judging from the look of 

the place, there's one big secret behind there. 


The Arcans are the true power} 


behind the Karkovs and 
Byrons. Sniff out a way into 
their mountain base. 


Sub-Objective: Destroy the Relay Points. 


Recommended Weapons: Mach Pistol, Extra Ammunition 
Knuckle Duster, UV Grenades 


ARLE ERED WS. WE A va Ta 


Available Glyphs 


Total Bonus Points: 


a aE 
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This is the last of the three main sections of Blade II, and the vampire 


enemies are suitably tougher than anything you've yet encountered. 
The Arcans have both guns and deadly fighting skills, and they are 
aided by the human Arcan Kamikaze Bombers. They will run up to Blade 
and blow themselves up! This mission is very linear, so there won't be a 
concern about getting lost, the only concern will be with staying alive. 
Make sure to take a Glaive because it will come in extra handy in this 
mission when Blade meets up with scores of Poison Zombies. 


INTO THE MOUNTAIN 


Follow the road around to the first area. There are plenty of Arcans, a vampire gun on the overpass, and even a _ 
~~ Kamikaze Bomber will try to take Blade down. Make sure to destroy the Relay Point by the shack; this is t 
five Relay Points that must be destroyed to satisfy the sub-objective. 


Use your pistol to take out the gunner, 


then fight the rest of the Arcans ~ 7 
in this area: =~ y x a 


` “This Kamikaze is about to explode! 
Lome 


Arcan Kamikaze Bombers can. 
or destroy them for you! The 
explosive means, and those bo 


they are killed by non- 
bout three seconds. 


x 


There are several Glyphs to pick up 
along the way. 


Inside the Cavern, the rocks will fall, b 
Arcans will also fall from the ceiling. ‘i 
Stand at the entrance and use your 

Glaive to behead these thugs. 


The next cave is full of Poison Zombies, 
so it's important not to rush in. ‘ s 7 1d | 
Instead, stand right here and use the ay y Way to the next area. 


Glaive to take them out two at a ti 7 


they approach you. 
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Once the e crud will hit the fan as a large 


jup of A in for a party. The upside is that 
es blow open a secret area where 
Kamikazes don't blow it open, Blade 


in access. 


P 


A Blade can open this 
1 ho Kk eae 


INTO THE MOONTAIN 


Gi e 


Next, follow the road back to the locked gate that the 
switch just opened. 


The Glaive can take out. these Kamikazes 
from all the way back here! g 


Remember that although the Glaive 
killed the Kamikazes, their explosive 
devices will still detonate! A a 


If it ain't broke, don't fix it—use the 
Glaive again to take out the three 
goons waiting just inside the gate. 


SECRET GREG | at 


Ascend the stairs and follow the tunnel down into the mountain. Roughly halfway down the tunnel, you'll find ma; M 
of rubble on the left side. This is a secret passage to another Relay Point and a switch that opens the next gate. r 
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INTO THE MOONTAIN 


K y Point. 
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the switch opens the gate, and ags 


e ehd of the mission. a! 


Mountain Base, 03:25AM. | got some big 


down, ask questions later. 


Mission Objective: 


Sub-Objective: 


Recommended Weapons: 


Total Bonus Points: 


gates ayy f power surges down there screwin' with my 


sensors. My vote: tear the whole thing 


Destroy the two dark energy 
storage chambers. 


Destroy the Embryo 
Chambers. 


Shotgun, Extra Ammunition, 
Knuckle Duster (or Serum), 
UV Grenades 


cae is Y 


Deep inside the Arcan base is a ee that contains two large energy sources. It's your job to see. these, put: 


OPENING THE DOOR 


You must pass through a doorin the startingsroom. Unfortunately, it's locked, so you'll have to ride the cargo lift 
down to find the,switch for it. As soon as you pass,the Milk Truck, you'll start taking fire from three Arcan security 
guards with automatic weapons. Take them out by rushing them and knocking the weapons out of their hands. 


Loney unt romen- On. 


— 


il-attack Hit the switch above the cargo, elevator As you ride the elevator down, it will be 
you. You.mustdestroy them all befare to-activate it. (become clear that the pair of Guards 
you can ride down. Waiting for you isn't hoping for.a group 
if hug, Rush them and take them out * 
à beforetħey shred you. 


There are a few fuel drums beside the security guards as you exit the cargo elevator. Shoot the drums to take out the 
guards quickly. 


THE ENERGY STORES 


-* 


Destroy the Emb Chamber, but watch 


There are plenty of vampires lurking in 
the hallways. y 


When you come to this staircase, you'll 


notice a small room to the left. This is __out for the little dudes. They aren't 

an Embryo Chamber—part of the sub- tough, but they can cause headaches in 
~ objective. numbers. UV Grenades work well ` 
against them. 


es) 
The switch that opens the door above is — Be sure to pick up the Health Kit and the The cargo elevator will take you back up. 
at the top of the stairs. Glyphs before you leave. 


Le 


ENERGY STORE #1 


ae 
Work your way toward the first Energy Store. There will be plenty of Arcans= & aa 


throughout the complex, but you'll also encounter the gun turrets, the Bu: 


F ih A 2 va * m 
Move through into the newly accessible which is just down the hallway. If you move quickly, you can run up to it an wa 
area. hit it point-blank with the Shotgun before it opens fire on you. R 


Again, you can disarm the 
guards that hold weapons with 
a simple punch. Because 
ammunition will be limited, it's 
best early on to fight these 
guards with hand-to-hand tac- 
tics rather than wasting ammo. 


Store, you must destroy it. There are 
Mf the base, which, if tossed into one end of 
le troy it. Your job is to get a canister 


S 


This room is full of armed guards, but there There's a switch atop the central struc- 


are a few Health Packs and some ammuni- ture. It will deactivate the force field to 
tion to be had once you dispose of them. the nuclear area. 
TF Vee 
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Proceed through the-doorway now that The canister you want is inside this To pick up the canister, face it and push 
the force field has been deactivated. device. Walk up to it and push forward _forward on the “attack” stick. 
on your stick to activate it. 


Re Se. x 
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Blade can carry the 
canister, but he can- 
not fight when he's 
carrying it. He must 
put it down to fight, 
so clear away all 


enemies before you 


$ 4 Along the way, Blade will have to stop >» These boys don't want you blowing up 
pick up the canister. and put the canister down several times their baby, so be prepared for some 
in order to defend himself. intense action. 


Then pick it up and 
run toward the 
Energy Store as fast 
as you can. 


Once you're near the Energy Store, we 
recommend that you drop the canister 
and take out the three guards atop the 
walkway before you attempt to drop in 
the canister. They all have guns, so you'll 
want to deal with them first. 


When the first Energy Store is 
destroyed, a Save Point will 
appear in the corner of the 
room. Use it before venturing 


onward. 
7 AA mma 
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Sometimes.a UV Grenade is the best 
tactic, especially when you're surround- 
tea ed and trying to transport a canister. 


, z2 ae 
Just beyond th tl i gin, the Energy Store is well defended 


Energy tore. TE ae ve, SO drop the canister and take 
t it the guards ahead of time. 


ee 
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Once you've put the canister into the 
Energy Store, the mission is over! 


THE ENERGY STORES 


Mountain Base, 03:50AM. Those energy 
stores must have been blocking the signal. 
Okay, now get the hell out of there before 


reinforcements arrive. Letting off those 
explosives was like ringin' the damn 
door bell. Head down toward the depths 
of the base. Use the lift in the loading 
bay area. 


Mission Objective: Make your way deeper into 
the mountain and find the 
dark energy receiver. 


Sub-Objective: Kill the Test Subjects. 


Recommended Weapons: Shotgun, Extra Ammunition, 
Knuckle Duster (or Serum), 
UV Grenades 


Total Bonus Points: 
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fase to it! 


Ultimately, a UV Gren The explosions keep coming. 


ade may be the 
besteanswer fora room full of Arcans. 
ELT rt & 
, 
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OUT OF THE FIRE 


i> 
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Use the Shotgun to teach these cretins Move through the Energy Store room, _ At the top of the stairs, there is a Test 
a lesson. a and then ascend these stairs. _ Subject and some Arcans. At this point, 
go ahead and use some Shotgun 
ammunition. > 


— —..— 


When you reach the main room, there 
are many enemies, but the Kamikaze will b 
blow himself up and do some of your 
work for you! 


LOWER CARGO LEVEL 


AR: 


© Once you're at the cargo elevator, ride it down—it'll kick in automatically. ¢ k 


When you reach the cargo area, an Arcan This is a perfect time to use Rage and 
` Yy S Blood Doctor will show up with a squad take out these blood suckers! 
ys 7 of troops. “ 


4 35 
If you still have a 
UV Grenade, you can 
take out the whole 
attack group, which 
is led by the Arcan 


Blood Doctor, in one 
fell swoop! 


THE BLOOD SUCRER 


Mountain Base. The storage chambers 
that you just destroyed were part of 
something larger, and from what we can 
now gather, they were attached to some 


kinda energy receiver. The Doc tells me 

that she knows her way around this stuff 

and she'll be able to take this sucker E-io 
offline. Get your butt to the helipad on 

the west side and she'll meet you there. 


Mission Objective: Meet the Doc at the helipad 
and bring her in to decode 
the Dark Energy Receiver. 


Sub-Objective: Destroy the Embryo 
Chambers. 


Recommended Weapons: Mach Pistol, Extra 
Ammunition, Serum, 
UV Grenades 


Available Glyphs 


200s: 
500s: 
Total Bonus Points: 


This is the second to the last mission, 
and it is reasonably. complicated with 
many rooms and hallways that look 
similar. That said, it's not terribly 
confusing and if-you follow our 
instructions, you'll be fine. The ene- 
mies are tough; the most dangerous 
areas are the two large, circular 
rooms where there are plenty of á 
armed guards and turrets. Early in It's tough right from the start! Keep your 
the mission, you can use your cool and don't waste UV Grenades here. 
weapons to painstakingly take out the turrets and enemies, but once you're protecting Dr. Grant, we suggest you use UV 
renades. For this reason, save at least two UV Grenades until later, when you have Dr. Grant in tow. 


à 
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namber is at the end of 
st hall—it's a sub-objective, so 


Go back to the junction and make a left 
turn (follow the Glyphs). 


FIRST CIRCULAR ROOM ` 


This is the first of two large and overwhelming circular rooms. Clear out the turrets and enemies in both! P 


Leave the room on the lower level, the 
door opposite the one through which 
you entered. 


This is by far the best way to take out 
the turrets. Run around the walkway on 
the room's perimeter. When you get toa 
turret, it'll be pointed toward the middle 
of the room, giving you enough time to 
destroy it before it locks onto you. 


SECOND CIRCULAR ROOM. - 
(TURNTABLE ROOM) ` 5r 


Pav 

= 
The second room has a walkway turntable. It's in the wrong position for Blade. _ 
and Dr. Grant to reach the Dark Energy Receiver. You must trigger a switch to 


rotate the walkway. 


This mission might 
have you running back 
and forth around the 
map a few times, but 
ultimately it's straight- 
forward. Most of the 
running around is to 
take care of the defen- 
sive turrets early. 
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Clear out the Embryo Chamber and then 


climb the spiral Staircase, then run back hamber. nt go back: “~ 
r level: foreach the è. 


~ Jump down to 
bie turntable room (or 
| down, and return 


ither side of the central hall- 
access a switch in a room at 
wie alee 


Climb up the staircase. The switch room is well defended. Once you've activated this switch, you 
> s can go get Dr. Grant, or you can stick 
D a around and finish destroying the 
& ža, Embryo Chambers. 
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THE BLOOD SOCRER 


GETTING DR. GRA 


“RA. 
's time to get Dr. Grant and lead her to the Dark Energy Receiver. There is one n 
k orce field between you and Dr. Grant. - 


The road to Dr. ‘Grant leads through the ~ 


“Navigating this room is easy. Pick up ‘all The turret in the middle of this hallway _ 
fire room. 


‘the Glyphs while you're in here. However, is your first priority. ? a 
just standing in this room will harm t: ae E 
BI ide and the doctor. « = : = 


Hang a right at the turret you just nE 
destroyed, and move to the small, circu- down the hallway. r 
lar room. The switch that lowers the force _ 3 
field, along with some Arcans, is inside. 


Keep fighting as you work your wa 


Eventually, you'll reach these contain- 
ment tanks. You must actually go 
through the open tank to the far sid 
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Pests 
This is a good: me to 


Don't use a UV Grenade unless you still 
have at least three left. 


RITA ” 
. You want to end up on the 


“eheinies- will b 
dle UR 


D As you “enter the ower level of the A UV Grenade will clear much of this out. 
urntablesroom, Kamikazes and vaiiipires Ten 


il! storm your location. This is he time 


THE BLOOD SUCRER 


The second place to use a UV Grenade is ` Almost there. Climb the spiral staircase 

when you reach the first circular room. _with Dr. Grant, then have her follow you 

-down the hall to the turntable room. 
as, 


Once you're inside, there will be a few Use the Save Point on the way in. 
guards to take out. Then get Dr. Grant’ - 

across the bridge and into the chamber 

beyond. 


> Here it is, the Dark Energy Receiver. 


Dr. Grant perishes, but she tells you that 


you must destroy the core. your position. Kill them and then make 
for the exit—the final level is'upon us! 


A last group of enemies jumps down omise 
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The Vampire Core. We have to destroy this 


F place. | don't know if you can hear me old 
man, but this ain't going to be easy. 


Destroy the Vampire Core. 
Sub-Objective: None. 


Recommended Weapons: Sword 


200s: i 
500s: f i AW 
Total Bonus Points: a 


attack stick to de ; this will also shut off the poison gas on the corresponding walkway. When you've destroyed all 
„ three portals, Whistler will j join the party to plant explosives near each portal location. 


ous fight a cornucopia of enemies during the entire mission, and you'll get swarmed more than once. When Whistler shows 
up, make sure he survives to plant all three explosives. If Whistler dies, you'll fail the mission. Luckily, the foes focus on you and 
ignore Whistler, If you need health, there's a Health Pack atop the walkway that ascends the right side of the cavern as you face 
the Core. Re 


QL Ate Whistler plants the explosives, follow him into the tunnel to escape before the whole place crumbles! Don't enter the 
tunnel before Whistler's a or he'll die and you'll fail the mission. 


THE Core 


Blade's entrance point. The Core is at. The odds are hardly fair! Avoid getting 


Avoid the poisonous gas—it hurts Blade. 


the far end; each of the three walkways You can shorten your trip on the left surrounded, as extra foes drop from the 
leads to a portal at its base. and right walkways by jumping from the ceiling. 
~ upper paths at the back of the room. Wh, > 


a 
re y 


Press forward on the attack stick when Whistler enters after you've destroyed ~ Here's the Health Pack, up the incline 
you're facing a portal. The poison gas the third portal. Note his life bar in the along the chamber's right side. You 
on this walkway will now be shut off. upper-left corner; the enemies remain won't find this in Daywalker difficulty. 


focused on Blade. 


Follow Whistler through this tunnel Blade and the old guy skeedaddle... 
after he’s planted all three explosives. 


...and our heroes ride off into the 
sunset—mission accomplished! 
ond ge. 
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ONE as STILL 
HAS THE GE... 


Mankind at 4 assumes it is master of all it surveys, but another world 

coexists with ours where mankind is little more than food for the beast. The beast 

A has had many names, but all know the name Vampire. The Vampires know me and fear 

A me, for | am everything they are and more. | am their undoing. | am Blade, the Daywalke 


4 engage 
THIS IS YOUR EDGE! 


leads you step-by-step through every level in the game. 


QUARANTINE 


show you how to kill what's already dead. 


detail the best tools for each type of foe. 


help you get the most out of the game.. 
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